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Curiocity — The Social Innovation Training Toolkit



Introduction to a business in Curiocity (1)

MindWire
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Introduction to a business in Curiocity (2)

MindWire

Young professionals are more conscious about social respons
generation. Research shows that CSR activities have an imp
company’s reputation: they improve competitiveness and pub
business and young talented workforce. Go to Mindwire Con
test your knowledge on the impact measurement of social inn




Introduction to a business in Curiocity (3)

MindWire

MindWire is a 10 years old consulting company, with well established market position. In ¢
position they need to stay competitive. It is crucial for them to employ new talents, thug
perspectives and ideas. The management has been facing recruitment difficulties. Ba
research the problem is detected: young professionals seek meaning beyond the profit. The
the company’s public image, by embracing social responsibility. They launch an online qu
young entrepreneurs: Who knows all the answers can be lucky to win a ‘How to Build yo
counseling package. Wanna be one of them?
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Example of the Mini-Games — A True and False Quiz (1)

MindWire

laureate Professor described social business as:

¢ Created and designed to address a social problem

¢ A non-loss, non-dividend company. It is financially self-sustainable. Profits realized by
reinvested in the business itself (or used to start other social businesses), with the aim of
impact, for example expanding the company’s reach, improving the products or services
subsidizing the social mission.

Master the quiz!
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Example of the Mini-Games — A True and False Quiz: A Question (2)

MindWire/ &

A social innovation is better scalable if it's complex and relies on the talents of a few specific individuals.

A. True

B. False




Example of the Mini-Games — A True and False Quiz: The Response (3)

MindWire

Right on the money. Simplicity and the lack of dependency from the specific skills of very s
promises better scalability.

= L I=1 HH
CURIOCIT




Example of the Mini-Games — A True and False Quiz: Overall score (4)

Evaluation

50% True

MAYBE LATER




Example of the Mini-Games — Progress per Module



Example of the Mini-Games — Progress per Mini-Games





